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DEATHTRAP DUNGEON, THE BEGINNING 

Fang, the Town of Lost Souls, once known as the Town of Plenty is 
ruled with an iron fist by the tyrant Baron Sukumvit. Deep in the hillside 
overlooking Fang, he built a labyrinth of trap-filled passageways and 
rooms populated by stomach-churning creatures of evil. He named it 
Deathtrap Dungeon. All those who opposed him were dispatched to the 
dungeon. None came out alive. Yet the Baron was a gambling man at 
heart and loved notoriety. He let it be known that anybody in the lands 
beyond Fang would be welcome to enter the dungeon of their own free 
will. If they killed the supreme beast, Melkor the Red Dragon, and came 
out alive he would offer a purse of 10,000 gold pieces and the freedom of 
the town. The first year, seventeen brave warriors attempted "The Walk", 
as it later came to be known. Not one reappeared. You have decided that 
you will attempt "The Walk", for the reward, or perfeqjs tg free the peo¬ 
ple of Fang from the evil Dragon, and to avenge those thal have suffered 
tinder his foul dominion. 

For three days you eiilo^l^g's greatest hospitality and are treated like 
demi-god - you may be file citizen's saviour, and fliey are grateful. 
Nevertheless, you cannot help but notice that the cefebrahons have the air 
of a wake around them - yjur wake. Then the day (rfyour trial dawns. A 
trumpet call awakens you horn vivid dreams of flammg pits and giant 
black spiders. It is time. 

Ahead you see the loomin^fcside and the dark mouth of a tunnel dis 
appearing into its inner dep®. As you approach, you notice two great 
stone pillars on either side oBh tunnel entrance. The pillars are covered 
v'ith onAte carvings: writhidW apents, demoiK, de^s, each seeming to 
s. I earn a silent warning to tho|e who would pass bOTRid them. 



You see Baron Sukumvit huMiiMlHiiaiip^Lthe entrance, waiting to 
vish you well, along with a great throng of townsfolk. You turn to face 
he silent crowd. To ttiem, you are their last hope. But you can tell from 
Hir faces that they do not expect you to succeed. After all, many have 
Kd, and many have died. Even the great Dragon himself does not seem 
p mind these attempts to destroy him. It is said he enjoys the 'sport', 
fevertheless, you are sure of your abilities, for you are strong and fast, 
■d undefeated in battle. 


^You take in a final deep breath of cool fresh air before turning to pass 
^een the stone-pillared gateway into the dragon's corridors of power, 
I face unknown perils on "The Walk" through the deadly Deathtrap 
hngeon. , ..j 


HEATHTJRAP IWIIGiilN, THE QUEST r 

Your quest is to slay Alkor tfie Red Dragon and get out Hlhe dun¬ 
geon alive! As you progress deeper into the dungeon, you Ml need to 
collect all the weapons and magics you can to aid you. The Ifiagon is a 
disgustingly powerful enemy, and he has many allies, some of which are 
almost his equal in power. You begin the game at the start of the first, 
level, the Spire. As you complete each level, you will be given a sumj^ry 
>f vour performance, and a short 'mission briefing' on what you need to 
o to finish the next level. _ 

Good Inland may the gods of Fang go with you. You'll 















YOU HAVE THE CHOICE! 
HELP YOU COMPLETTrl 


CHOICEOF 

IPLETrtlilll 


IF ONE OF TWO CHAHACTEHS 
UR QUESTS 


Ir Jf. 


ED LOTUS - THE HEROINE 

Red Lotus can't remember where she was born. She was 
at an early age and made a slave. Her masters were some of the mos 
jbags ever to sail the seas. Red Lotus was 'brought up' in an atmosph 
moT. Plotting and scheming she watched and learned every dirty trick 
[every nuance of killing and slaying was all that interested her. She bee 
in the arts of war as any warrior. When she grew to 
womanhood, the pirates took a different kind of 
interest in her. She had to kill 8^ of them before they 
would leave her alone.Jhey grew to respect her, or 
imore accurately, fearher. ^^jiving ambition, 

^“never to want for anything again, was bom out of 
the rage apd hatred that blossomed in her heart. 

Nor woultl*^ give herself to a tna^ and any that 
tribd to take her died under her flatting blade. 
jNo, only one man was worthy of her love | he 
jwho could defeat her in battle. None have suc- 
^^ceeded, though many have tried. For Red Lotus 
L ' is as alluring, and as lowly as any painlgd 
fcourtesan of the cities shfe has ss.joyfully sacked in 
»the past. She has a terrible beauty, that makes men 
, desire her, and dread her, a heady combination. 

Like the moth is drawn to the flame, or the male 
spider is drawn to the female black widow, so 
1. ari men drawn to Red Lotus - with similar 
W results. Now Red Lotus has come to Fang in 
IJ search of wealtltod fame. And woe betide 
^anyone or anytmn^Iiat stands in her wav. 


OHAINDOG - THE HERO ^ 

Chaindog, a name won in the savage war pits of the barbarian northOkwas brought 
up to fight tooth and claw in the arena for the entertainment of decadeiMobles and fat 


merchants. He was so brutal, so vicious and cunning that the guards had m Keep nun 
llttined up, like a dog, to be 'unl^hed' only when he was required to figfe. Hence his 
name. Chaindog. The only word he ever responded ft, the only 
T word that meant anything to him. In a life wdolence and 

^ f sudden death, he held onto that nami, held onto 

the sense of identity that it gave him. The pelief that he 
would not be Chaindog forever, that 
he would escape andJive another life 

1 1 - kept him going through the dark 

I years. As homicidaLi^he was 

mighty, he soon rose to be ^mpion 
. the War Fits. 

V And then, one day, his jailor made a^^rake. 

■' Instantly, Chaindog was upon him,^W, momeiis 
i i nearly every bone in hfe 


p keep him 
Hence his 
j>, the only 

r iolence and 
, held onto 


i " body broken. After hours of fren 

his capllprs, he escaped. He began to J 
^ seardh of that which he had lost, to b^ 
as a psytfehc assassin. After some 1 
area, S«W®lized he knew nothing e| 
came at ^st to Fang, in search of we^ 


K i revenge ag»st 
der the landsln 
ave as a man and not 
nited success in this 
B but violence. He 
It. Here, al^east, hil|| 


ould H paid handsomely for his bifttal skills. Wiflt I 
loney, nian retire to a life ot ea^, Mif"ftffl his lljuble* 
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the Directional buttons and the ® button to make your selections. Press @ if you 
'ant to go back to the previous screen. The available selections are: 

Continue Last Game (toads the game from the last save point) 

Choose a level to play (Brings up a IM of levels and sub-levels) 

Blue Triangle Icon (Takes you back to the previous screen) 
e other levels below "Spire 1: The Gatehouse" cannot be ' 
ssed individually until you have completed them in the cor- 
: sequence. Once you have completed a level, you can always | 
back and play that level or sub-level again via the Load Game K fc 
u. Note that if you play one of the levels you have already kJI 

mpleted, your hero will begin that level without any of the 
bj^s he or she may have picked up ia^the campaign game. 


you can play all or.a$j^ of the campaign game from beginning to end, and then go 
ack and selectively ^^^ur^^nte levels individually. 

SEfUP I 1 

Selecting this skull from the MlIHliiti takes you to the workbench of 
Alchemist Torturer. Use the Directional Buttons and the ® button to setewKe 
you want to go back to the previous screen. The available selectiorepan? ^ 

• The Ear (Sound Setup) 

• The Meat Cleaver (Uclault Controller CtpSguration) 

• The Brain (Load and Save Memory Card) 

• The Blue Triangle Icon (Takes you back to the 
previous screen) 





















THE EAR-SOUN£,SET UP ^ 

Below the man stretchedput on a rack is a skeletal sawj^. Selecting the minus or plus 
symbols with the Directional Button and the (E) button will reduce/inaease the volume 
of sound effects in the game. Listen to the screams of the man on the rack to select your 
referred volume level. Below the Ore-band is another scroll-bar. This works in the 
ame way as the Sound FX bar, but controls the music volume in the game. Listen to the 
band, and choose your preferred music volume. Press @if you want to go back to the 
revious screen. The available selections are: 

The Rack. Place the sword icon over the +/- symbol with the . 5 
Directional Buttons. Press and hold the ® button to 
increase/decrease Sound EX volume 
The Band. Place the sword icon over the +/- symbol with 
the Directional Buttons. Press and hold the ® button to 
increase/decrease Music volume 

The Blue Triangle km (Tidiies you back to the previous scr^lllJf; 


.CUSTOMIZE YOUR CONTROLLER 

lecting the Meat Cleaver takes you to a screen where you can duxiefi® 3 fixed 
ontroller button configurations. Use the Directional Buttons and the ® button to 
lect. Press @ if you want to go back to the previous screen. The available selections 





I3e&ult Configuration A 
Default Configuration B 'j ■ 

*®e£ault Configuration C ^ 

Hie Hue Triangle Icon (Takes y«l3back to the 
previous screen) J 


After you have*diosen the configurafon you prefer, you may wish to return to the Ma 
Minu and select the Brain to sav<!*TBttr configuration. If not, the configuration you have 
chisen will Only be usai for the current game session. 


THE RRAIN - MENUtflY CARIL. 

From this screen you can chflile to load or save the sound and 
controller configuration you may have previously selected from 
tile 'Meat Cleaver' screen or 'Ear Screen' using the Directional^* 
buttons and the ® button. Press @ if you want to go back to 
the previous screen. 

IN GAME MENU - THE START BUTTC 

cting the [Start] button during the game pauses the game and gives you three 
10 ns. Use the up or down Directional buttons and the ® button to make your 

ections. The available selections are: - 

11 ' Continue game (unpause) 

• Load game 

• .jQuit to main menu you to the Main Meriu) 



IM GAflk Miill - JMriNG THE GAME 

To pave the game, you need a Memory card in Memory card slot 1 of th 
w'ith at least one free block or a previously saved Deathtrap Dungeoi 
saved game is possible per Memory card. Each time you save, the existing saved game 
will be overwritten. _ 


You can only save the gamuwhai Chaindlj or Red Lotus is at 
an eligible Save Point in the level you arej?Iaying. These Save 
Points are designated in the game by floating Deathtrap 
Dungeon Skulls. Skulls with a glowing white aura cost nothing 
to save at, but if you want to save at a Skull w'ith a glowing red 
aura, you wH need to pay 5 Gold Coins. Crowns are worth 3 i 
Gold poins. Yotp gold is recorded as an Icon with the spell#, '■ ' 
weapi^ wd charms menus. When you are near to one of these polits, the 
save the gatA. You c(Bi only have ope saved game at any time. ' 

Press the (§) button to save the gaS when at a Sai'e point. Press the 
Directional Buttons alid ® to accept. 
















[Start] 



These controller commands are defaults only. YuilSW' ustomize your controls via the 


Main Menu, selecting Setq;, and then selei ting 


Walk Forward 
Turn Left 
Turn Right 
Walk Back 


Run 

@ + -C>- Run Backwards 

[L2] + ^ or 1^ Shuffle 

[L2] + -da- or -o Shuffle Forward or Bad 


If on a ledge, your character is guaranteed not to fall off Ihi 

COMBAT 


® + O Overhead Cut [Rl] 

® Thrust [LI] 

® + ^ or 1^ Slash ® 


Parry/Defend 
Cast selected spell 
Shoot ranged weapon 


Pauses game and gives access to the Pause Menu 
Activate or use an object, for example, opening a door, operating a lift, 
or pulling a lever. 

Move the Directional Buttons to look around and press ® to fire a ranged weapon in 
that direction. 

[R2] Selects first-person view. 

[Select] Pauses the game and brings up the inventory. 


@ Jump straight up. If walking or nmnmg, you will leap forward. 

The faster you are running the further you will leap. 

There is a jump indicator in the top left of the saeen indicating your maximum possible 
jump distance. 

@ + 0 or [) Jump to the left or right 
@ + -tp- Jump Backwards 


If you hit @ while facing a wall or block, he or she will climb up it, if J«i|Wlble. When 
the character jumps on the spot, th@ the climb's too high for him or te. 


ACTIVATING THINGS, SEARCHING FOR THINGS 

Levers, doors, platforms and other devices are generally operated by moving close to the 
device and pressing the © button. This might, for example, open an unlocked chest, 
start a platform moving, reveal a hidd|rilo|r, or even activate a trap, killing yS%i * 
character! • 






































SPELUl & CHARMS 

the [Select] button, and^fcn use the Up and Down 
Buttons to cycle through the four menus: 

Close Combat Weafxws 
Ranged Weapons 


Potions and Charms 

are displayed as a row of boxes along the bottom of the saeen. If a box is filled 
an icon, this indicates that you have picked up that weapon, spell, potion or charm, 
the Right and Left Directional Buttons and the ® button to make a Bectlon from 

currently selected weapon and/or spell will be displayed as an icoifin the 
upjgr right hand comer,Jliipur screen: feide the icon is a number teUhjj you how 
muA ammo your w^Mtn hS/if applicable, and how many spells of IhiSype you 
areirrying. ''' --^-F 


CIUSE COMBAT WEAPONS M 

Only one of each weapon can be carried. A row of boxes will api«ar d^HVibottom of 
the screen. If an icon fills a box, this indicates you have picked up that wea^n. Seledlag 
a weapon will arm the hero/heroine with the relevant weapon. Use the Left and Right 
Directional Buttons and the ® button to make your selection. ’f 


1i SWORD 

The standard armament of any Deathtrap contestant. It will serve while 
for something more suitable. And you will need sometMng more 
dally m the deeper levels! Type: Edged 


t 





































3i RED SWORD 

Several Red Swords ili^be found in Deat^^pDungeon (fortunately for you). 
The Red Sword is a powerful weapon, and also the bane of dragons and demons. 
Its power wan® after prolonged use, so think carefully when to use it. 

Type: EdgedIRed Magic 

4i DLACK SPIRITSWORD 

The Spiritsword is a devastating weapon, capable of inflicting *eat damage. But 
beware, for every wound dealt to an opponent, the wielder suffcs equally. Make 
sure you have plenty of healing available - the Ankh of VitalityBor instance, is 
an ideal complement to the Spiritsword. The Sword's power w^es with use. 

Type: EdgedjBhck Magic I 

I 

5i SILVER SWORD ■ 

Blessed by the Elvish priests of the White Lord, the Silver Sword is the bane of 
the Undeat^ill^ill send Afeir shrieking souls back to hell. Af|er prolonged use 
it loses its and the spells that bind it fail. The Sword wilt then dissolve. 
Type: EdgedfV^e Magic. Mast effective against skeletons, knights, axethrowers, ghosts. 


6: VENOM tlHIRD 

Sick to death (literally!) of getting poisoned by the mote unpiH^t denizens of 
the underworld, the Elves forged the Venom Sword, imbuin^^’icious spines 
with the deadliest toxins known to man. Especially effectiveifAr out-poisoning 
the poisoners of the Dungeon, the Giant Spiders and Scorpions. The power of the 
sword degrades with user eventually it will disintegrate. Type: EdgedIPoimn. 

Most effective against high priestesses, spiders, snaketoomen, medusae. a: 



D! VMMMED .. 

fist and feet, the last resort of the desperate. Still, a gooffcaito conserve your weapon 
stocks, if your opponent is easy meat. Except, of course, there isn’t any easy meat in the 
Dungeon. Type: Blunt 

lIlINGED WEAPONS 

Cmly one of each ranged weapon can be carried - except for 
bombs. A row of boxes will appear along the bottom of the 
scKen. If an icon fills a box, this indicates you have picked up 
11 A weapon. The amount of ammunition that you have for the 
^Papon is displayed. Selecting one of the ranged weapon icons 
n# arm the hero or heroine with the relevant weapon, (if an icon is pr^ait). Amount 
of ammo displayed on top of saeen. 

An icon of the weapon selected will appear in the top right hand wmer of the screen, 
alc^ with a number showing how much ammo you have for that weapon. When you 
pjdjup ammunition (fireworic rockets, blunderbuss shots, and fhsfeiMyer ammo) it will 
b^Bded to the total ammo for that weapon (assuming you have flie wrapon). If you are 
canfing the full amount of immo tea particular weapon you wUl be unable to pick up 
any liore ammo for that weapon, uiitfl it is depleted a little. -1, 

LSa the Left and Right Directional Buttons and the ® button to make your selection. 

® fires the weapon. 

1! DLUNDERDUSS 

A dwarven invention, the Bhnderbuss uses the alchemists' black powder to 
throw clouds of nails and fead shot at the enemy. Very effective, but ammunition 
is difficult to come by. Type: BaBufc'c 


Powerful thrown weapons, with a short fuse. Make sure you don't get c.iught in 
the blast from your own bomb - many a rash adventurer has blow^ himself to 
kingdom cnme! Pressing the ® button will throw the bomb. The longer you J 
hold dov\ n the ® button before releasing, the further the bomb will be throwlj 
A bomb nufcator will appear ^ theupper left hand comer of the screen, 
indicating UW maximum W^blc throwing distance. Type: Explosive *< J 






























4 i IMFERMM. DEVICE | 

The Infernal Device relies on the magical black powder of the Alchemists of 
Chaos to hurl firework missiles of great power at the enemy. Rare, so use wisely. 
Firework ammunition is rarer still. Type: Explosive 


SPELLS 

Tfour ciurently selected spell is dlsplaye«is an icon on the upper 
right hand comer of your screen. The rm®ber of spells of that 


type you have is displayed as a nu 
^e limits to the number of spells' 
^|arry. When you reach that limit, 5 
any more otfhose spells until you 
carryinR. Ii. 


|Uf ieside the icon. There 
Mjpecific type that you can 
lu Ifill not be able to pick up 
used the ones you are 


;e the Left ap^ Right Directional Buttons and the ® button 
fessing [LI] ItoAe the currently selected spell. You can cast 
fcapon in v iWib and. ^ ? 


A device invented,Jiy tl5 Ratmen, who aren't always as stupid as they look. The 
'Companion' launches deadly sulfurous grenades at the enemy. Type: Explosive 


5i nREIHROWER 

A modem dwarven device, the Firethrower can bathe an oj 
clouds of flame. Needless to say, this will inconvenience yo 
siderably. Use with care as the ammunition, firethrower arr 
hold of (as you can ima gpe). Type: Fire 

6 l RJUHEUWICE IH 


The FlamAnce fires ether^pulses of magical energy, causinif th 
integrate, ^ise by pulse|||pe.''^rgy 

nMSHALK .K . 

Selecting chalk will marl^^^round you are standing on~|^ a I 
The arrow will point in the direction you are facing when you sell 
Use it to negotiate the dark and deadly mazes of the dungeon. ^ 


Ipulses of magical energy, ca 

i 


int in rolling 
lemies not incon- 
■is not easy to get 


he target to dis- 


1 l FIREFLY 

A charming charm that sends a river of lighnlo^g around your body, like lit¬ 
tle sparkling firefhes. Useful in those dark and dreadful places (i.e. everywhere). 


2 i STHRSPELL 

Another useful spell for wanderers in the deep dark places |Hk world. The 
Starspell fires a ball of bright light that banishes the shadows of ttie underworld's 
eternal night as it passes. It also damages the Undead. Type: Ener^jWhite Magic 

3 i FIRERALL | 

Standard sorcerous weaponry, this spell hurls a ball of fire at the eaemy. 

Type: Explosive/Red Magic 

4 i RAZORSPELL 

Hurls a cloud of razor sharp blades through the air. Anyone caiit in its path 
feels a tad cut up |^out it, to put it naildly. Type: EdgedIGrey AfagB 

Si JETSPEU. I 

Fires an avalanihe of erjtod^jocks at the enemy. Stone 'emyMgle-handedly, 


but try,^pd mate sure ytwi disqM get caught in the blast. Type: Slmt/G^Magic 

6: GREAT RAZORSPwi^" 

Ouch!! Type: Edged/Grey,Mttgic 

7i ARC OF POWER I ^ j 

Calls on the power of tl||B||nn GtJ to strike up to 3 of your enemies with Bolts 
of incandescent lightning^^kingiy effective. Type: EnergylBlue ^ 

81 MAR PIGS OF DpHR I j j 

A bizane spell, said to ft the p4luct of a deranged mage, the War Pigs spdj 
summons strange suici(& pigj'from another dimension. Their sole aim in ^ |s 
to explode. Preferably next tollomeone. Including you, if you're n 
Typef ExplosiveIRed Magic f • 
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POTIONS & CHARMSHHi^^ 

Selecting a potion or charm will activate the potion or charm, (if an 
icon is present). Some potions and charms start working as soon as >1 
you pick them up. There are limits to the number of potions and < 

harms of a specific type that you tan carry. When you reach tliat 
it, you will not be able to pick up any more of those potions and 
charms until you have used the ones you are carrying. 

Use the Left and Right Directional Buttons and the ® button to make your selection. 

1 s HEALTH POTION 

A pleasing bahn, brewed by the kindly priestesses of the godlless of peace, I lealth 
potions are a must for any enterprising adventurer. Collect as many as you (an, 
and use as few as you can. , 

2i ANTIDOIE 

One dose of antidote cancels multi poisoning. This usually happens when you're ; 
bitten by di enormous, swollen spider or stung by a gigantiE^sp, so collect as 
many of these as you can. 5* ► ji 

3i SIREHimi P " ' 

When used, the strength pptUm increases the damage you in£lKt,H)t. Oppi ments 
will fall beneath your sword like wheat. Use wisely, and enjoy while it lasts! 

~ 4l SPEED J 

These potions greatly increase y|Br speed. You will be abk to run faster, and gen¬ 
erally run rings round your enemy while the effects last. J 


5i CHARM OF IGT ClMM ' 

A must for every adventurywo seriously considers taking on drapms. The 
Charm of Icy Cool helps tJbwrer resist the burning rffects of fire for a brief time 
Use wisely - and rememb J itfcnT just dragons who wiD use fire against you. 

6: WAHDING 

The Charm of Warding w^4^ted by the wizard .Nicodemus,,for use in his inl¬ 
ays into the orcish warrenSiJKibsorbs some of the damage inflicted upon you by 
over-»sflous denizens of the dungeon by interceptii^ the attack with a magical 




shield. The effects of the Charm lentil all the shields are destroyed. Use when you 
think you're in for a tough battle. 


7l ANTI-MAGIC CHARM 

This charm absorbs the baneful effects of hostUe magic. When the charm is used 
up, it disappears, so keep an eye on the number of charms you have left. 


M 8l INWSIBILITY 

H The Invisibility charm renders you invisible for a brief period of time. Incredibly 
H useful when faced with overwhelming odds or creatures you have no hope of 
1^ defeating. Actually, that's likely to be quite often. And Invisibility' charms are 
Illy not very common. i 


INSTANT EFFECT CHARM 

The following charm starts working as soon as you pick it up. 


|AMKH OF WTALITV 

’•‘iThe Ankhs were made by a great 
ISurge of health for the bearer. Tl-I 
points, even if it takes you abov J 


E 'er, and provide a 
ch adds a hundred hit 
starting total. 


KEYS Itr ' 

Various keys are hidden throughout the dungeon levels. 
Which ones you have are q^layed as an Icon with the 
spells, weapons and charn^menus. Keys are color-coded 
and only work on the level they are found in There are three 
1 colored keys, Red, Silver and Gold. 




TREASURE 

In Deathtrap Dungeon™, treasure laljs the form of Gold Coins and Crowr-. The num- , 
ber of Gold Coins and Crowns you pilk lip in a level affects your score at tl^ end of that 
level Gold Coins and Crowns can alsO:lle used to buy -a\ cs el --o e pointsl^ee 'Saving 
the game'). Your total ;i>ld is displayedas an Icon with Jid'spclls, weapons and charms 
menus. 


\M$ 














THE DENIZENS fF DEATHTRAP DUNGEDN 

Many evil creatures haMHktked to Baron Sukumvit and Melkor the Dragon, eager to 
share in the booty and tribute from the town of Fang, A high ranking demonlord from 
the Palace of Agony in the Pits of Hell has joined with the dragon. He has brought with 
im troops from the Legion of the Damned. 

These include an army of the Undead - rotting Zombies, vicious Skeleton Warriors, 
soul-chilling Ghosts - and Shock troops and Slayers from the Abyss- cackling Imps, fero¬ 
cious Pit Fiends, black-hearted Warrior Priestesses, four armed Denaonesses, and like- 
|kninded devils of the dark. 

If Other creatures of Chaos have also answered Melkor's call to anns®ie dreaded 
nsect Warriors have estabUshed a Hive deep in the dungeon where ll||r winged 
stingers and chitin-bladed soldiers have carved out a domain all theirSwn. The Ores of 
the Taloned Eye tribe have sent a battalion of savage troopers, led by |ne of their 
Shamans, Ugluk Stormfart, and a trio of petrifying Medusae to detoifae Dungeon. 
§nie to form, they haviliet up camp in the Sewers. Skabulus, Kingttjfce Ratmen has 
also arrived in force with a full brigade of musketeers and sworttaai led by his 
lieutenants, hideous h^Mds of Ogres and Ratmen. They have fM^Hd their^a of the 
dungeon with battlemra^ and pill-boxes, a near-impregnable ring of ^Mliiis around 
the Dragon's Lair. Dragon Knights, fallen warriors who have sold tfieit sMipfds to the 
dragon, have also come to serve, along with the Rock-monsters, brutal beasts of stone, 
motivated by malice and greed. Chaos Aldiemists have come to plyttieir evil tradtfseiz- 
ing the Innocent townsfolk of Fang for thfflr insane experiments, oehting rabid ldK>- 
taurs, and mechanical memstrosities to gSild, crush and burn those foolhardy eijgugh to 
assay the perils of the Dungeon. 

These are just some of the dangers vou will face on your quest to slay the Dr^on. 
Only the best of heroes can triumpBApinSt such odds. Are vou the besU 
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